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A 6D input device and a response button are attached to tbe small monitor to detect user gestures and input selections for issuing commands. An experiment was conducted to evaluate our design and to see how well depth could be perceived in the small screen compared to a large 21-inch screen, and the extent to which movement of the small display (in a palmtop virtual reality condition) could improve depth perception, Results show that with very little training, perception of depth in the palmtop virtual reality condition is about as good as corresponding depth perception in a large (but static) display. Variations to the initial design are also discussed, along with issues to be explored in future research, Our research suggests that palmtop virtual reality may support effective navigation and search and retrieval, in rich and portable information spaces. is a 6-degree-of-freedom input device and is attached to the small monitor. This allows the system to detect user gestures in terms of positional data (x, y, and z dimensions) as well as orientation data of the palmtop (pitch, yaw, and roll). In addition, a mechanical push button has been attached to the top of the device to obtain input selections from the user (see Figure 5 ). Both the bird and the response button In the third condition, the 4-inch television monitor was again used, but now the subject was able to move through the display using the palmtop virtual-reality gestures for zoom and translation that were described earlier in this paper. Figures  8a through  8C show the three conditions.
In the first two conditions, the mouse was used to position the cursor within the display and make the selection. In the third condition, the selection was made by moving the monitor until a cursor was positioned over the box, and then a response button attached to the monitor (as shown in Figure  5) 
